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CHARGEN: GORN 


Character Generation Extracts 
for easy sharing and minimal printing. 


Get yourself a pencil, eraser, ten-sided dice, 
a character sheet and flip to the next page. 
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Pencil is suggested as numbers will change throughout 
the creation process. Skills and Attributes change as the 
character grows and develops over the campaign setting. 


Consult Pamphlet 01 Backgrounds for Medals, 
Planet, Lifepath, Time/ Money Continuum, Etc. 


Starship Assignment, Home 


Consult Pamphlet 13: Concordance for Attribute, Skill and Species Descriptors. 


Consult Supplement 10: Character Sheets & Supplement 13: Adversary Sheets 


for more variants. 
Book 3: Memory Bank Alpha & Book 5: Memory 


Bank Omega contain more 


societal details for the Federation, Klingons, Romulans, Orions and Gorn. 


Supplements 17 - 21 cover the Starfleet Intelligence Manuals and histories. 
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Gorn Character Generation 


CH:1 GORN CHARACTER GENERATION 


Roll 3d10+40 for each of STR, END, INT, DEX, CHA and COOL. 
For LUC and PSI, roll straight percentiles (d%) 


Apply the appropriate Modifiers found below. 


Note: No Attribute may modify below 01. 


Modifiers STR END INT DEX 
Warrior +30 +25 - * 
Citizen - +20 +15 - * 


Maximums STR END INT DEX 
Warrior 129 124 99 99 
Citizen 119 114 99 99 


CHA COOL LUC PSI 


CHA COOL LUC PSI 
59 99 70 50 
59 99 70 50 


CONDITIONAL 1. No more than 30pts to one Attribute * FASA gave -20. Here 


instead, AP costs are 


BONUS POINTS 2 No Att. may rise above Species Max. doubled with additional 
Roll d%/2 rd | 3. PSI may not be modified. penalties for such as 
temperature fluctuation. 


GORN PHYSIOLOGY AND MEDICAL NOTES 


While the Gorn skin is a great benefit 
to them, the exceptional thickness also 
slows the Gorn down. 


Gorn are not immune to pain, nor suffer 
it less than humans, However, their hide 
is a dense leather which prevents minor 
damage in the first place. 


The skin is also responsible for much 
of the Gorn’s hydration and energy 
supply. The skin draws the hydrogen 
and oxygen out of the air as water, pro- 
viding basic moisture to the Gorn’s sys- 
tem, but the nitrogen in the air is also 
absorbed by the Gorn and turned into 
life-sustaining energy. 


The nitrogen is nowhere near enough 
to maintain the Gorn‘s daily energy 
needs, but is enough to maintain life 
when there is no other food or water 
available. 


Gorn are highly sensitive to tempera- 
ture fluctuations. The Gorn body oper- 
ates in a narrow band that when 
exceeded in either direction causes 
the Gorn to become sluggish and slow- 


witted as the body shuts down into a 
hibernation mode. 


When hibernating, the Gorn can go 
years without food or water, almost 
seeming to mummify and dry-out in ap- 
pearance. Yet with a short warm-up to 
optimal temperature, are weak but 
alive and ready to go in minutes. 
Under the most exceptional of circum- 
stances, a few Gorn have been revived 
from hours of deep space exposure. 


Awoken Gorn need gallons of water 
and food within hours or will die. Gorn 
cannot go back into hibernation with- 
out first ‘fueling up’ for another round. 


Hibernation can last years, but once 
broken, all the stored energy is imme- 
diately consumed leaving the Gorn on 
a short clock to balance the loss. 


Gorn have great hardiness and re- 
silience, but poor stamina and weary 
easily. The Gorn intolerance to varied 
temperatures and range fluctuations 
make them particularly susceptible to 
factors beyond their control. 


DAMAGE MODIFIERS 


Regarding skin respiration and hiberna- e Damage to a Gorn is -5pts per die with 
tion, there are no rules presented for min. 1pt/die dmg 


such. This is a GM discretionary notion for 
story-telling purposes. Any needed rules 
can be fudged in situ. Don’t sweat it. ;) 


@ Energy Weapons do full damage. 


@ Gorn Hand-to-Hand Damage follows 
the standard STR chart for damage. 


@ On a successful Hand-to-Hand To-Hit 


AGING Critical Age: 150, roll, a Gorn rolls against their LUC 
Age 0-5 The Clutch once to see if they land a bite for an 


additional +5pts dmg to target and 
Age 6-10 The Slithering LUC again to see if they score +5 in 
Age 11+ The Doing additional Claw damage. That’s up to 
+10 above STR (+skill bonus) per Turn. 


ACTION POINTS (DEX/10 ra +4) 

Gorn Action Points are affected by temperature. The actual “ideal temperature” can be 
chosen by the GM. Within 10° either side of ideal, AP costs for Position Change, Move- 
ment, Equipment and Weapons Use are double normal costs, standard. 


For every 10° of temperature drop or rise outside ideal range, AP costs are again doubled. 
That’s quadruple costs for 20° range while 30° is 8x AP costs. And so on down to the 
Gorn’s total immobilization and forced hibernation. 


AP Costs for Combat and Emergency Evasion are normal one-to-one for Gorn as are the 
Terrain Modifiers. Indeed, the Terrain Modifiers will quickly make certain geographic features 


near-inaccessible to Gorn. 


FATIGUE 

Per Book 2, page 20, “Attributes of 
ENDurance”, Gorn take standard healing 
rates for Wound and Fatigue damage. 


Similarly, Gorn also take 5pts Fatigue 
Damage if required saves for Running, 
Evading, Swimming, Difficult Terrain or 
Combat are failed. 


CH 2: THE CLUTCH Age 0-5 


Roll 1/10 INT rd on each set of tables. 


PERSONAL EDUCATION MARTIAL 
Gaming Electronics Cbt, H-T-H 
Sports (s] Mechanics Modern 
Survival (s) Sm Eq Tech Armed {s} 
Trivia (s) Science (s) Intimidate 
Veh Op (s) Trade&Comm SmUnitTactics 
Variable-G Stealth/ Hide 
Track/Evade 


Or select another relevant skill with the GM. 


As described in “Weakened Conditions’, 
Book 2 page 21, Gorn also make similar saves. 


Where Gorn differ is END Fatigue on AP, 
(Book 2, page 22). In the case of the Gorn, 
DEX loss of 2/1 beginning at 1/2 END rd. 
when Gorn END drops to 1/4 END rd, DEX 
loss jumps to 4pts for every 1pt END lost. 


The nursery is the first harsh life 
lesson. Those that survive are 
trained over years while even 
more young Gorn die or are killed 
off in the process. Only the fit and 
best survive to adulthood. 


Each table to the left gets an amount 
of d10 rolled equal to one tenth your 
INT, round down. Multiple rolls per 
skill are allowed. 
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Gorn Character Generation 


CH 3: THE SLITHERING: 


All surviving Gorn now enter their pre-adult life. 


Admin 
Cbt 


GORN ACADEMY 


Academy is four years conclud- 
ing with a year-long test cruise. 
There are three different 
schools one may go through 
and one specialty to select. 
Add the following skills... 


H-T-H 
Mod 
Computer Op 
Dmg Ctrl Proc 
Enviosuit Op 
Gorn History 


Age 6-10 


10 Gorn Law 15 
10 Hvy Wpns Opñech 10 
10 intimidate 10 
10 Life Spt Tech 10 
10 Leadership 10 


10 Sm Equip Tech 10 
10 Sm Unit Tactics 15 


On discovering intelligent lifeforms in the star systems around them, the 
Gorn quickly created a first contact team specially trained to assess 


TEAM 


To determine eligibility for Assault Team, 
Attributes must equal the following. 
STR & END min 100 + INT & DEX min 75 ea. 


If so, your submission is queued. Roll on 
Term Assignment to see if you are ac- 
cepted. Pass or fail, Assault Team is one 
year. You can take Assault Team until you 
pass, but Attribute bonuses are once-only. 


Attribute bonuses are taken immediately, 
pass or fail. Skills are taken only on suc- 
cessful passing grade. 


Graduates receive a -20 on all future term 
assignments with modified rolls of <01 
being assigned to Academy Training for the 
Term. Graduates also gain skill bonuses in 
the final tally. Failed candidates do not gain 
these bonuses. 


41+ 


local conditions and present the Gorn in the most overwhelming manner 
possible. Only the best Gorn are accepted, fully half fail out. 


ATTRIBUTE BONUSES 

Roll 1d10/3 rd on STR or END or DEX 
Roll 1d10/3 rd on INT or COOL 

Roll 1d10/8 rd on one un-chosen Attribute. 


MAKING THE GRADE 


Roll 


Result | Mods 
<40 PASS |JINT or LUC 
FAIL 


fat, -10 
65-74, -05 


SKILL BONUSES FOR GRADUATES 


Admin 10 
Interrog 10 
Intimidate 10 
Leadership 10 
Negot/Diplo 10 


Psych, Gorn 10 
SmUnitTac 10 
Stealth / Hide 10 
Torture 10 
Track/Evade 10 


Leadership goes through Department Head 
and/or Command School depending. These can 
be taken at any time during a career. 
Each school is 1yr. If DH first and CS later, take 
the CS (skill totals). If CS only, take full points. 


DEPT HEAD COMMAND SCHOOL 


Admin 15 Admin 25) (2110) 
Comp Op 15 Comp Op 25 (+10) 
Intimidate 15  Intimidate 30 (+15) 
Gorn Law 10 Gorn Law 20 (+10) 


Leadership 15 Leadership 30 (+15) 


Negot/ Diplo 15 
Pave, Gorn 15 


Negot/ Diplo 25 (+10) 
Paven Corni 25-10) 
STCSTTacSIR 20 (+20) 


There are no “Enlisted” ranks. All Gorn are 
trained the same. Your GM will select you 
for any of these special schools when appro- 
priate. For now, choose your Specialty 
below and add the skills from the next page. 


SPECIALTIES 

Pilot Engineer 

Weapons Communications 
Services 

science 

Medical Soldier 
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PILOTS WEAPONS SOLDIERS 
Astron/ Astro 25 Def Shield Tech 15 Cbt Arm{(s) 40 
Def Shield Tech 15 HvyWpn Op/Tech 25 Cbt H-T-H 25 
Shuttle Pilot 20 ST Cbt/Tac Strategy 10 Cbt Marks Mod 25 
ST Cbt/Tac Str 20 ST Helm 10 Demolitions 10 
ST Helm 25) ST Navigation 110) Hvy Wpn Op/Tech 10 
ST Navigation 25 ST Sensors 15 Sm Eq Tech 15 
ST Sensors 10 ST Weapons Op 30 Sm Unit Tactics 25 
Warp Drive Tech 10 ST Wpn Tech 25 

Sm Unit Tactics 10 
COMMUNICATIONS ENGINEER SERVICES 
Damage Ctrl Proc 10 Def Shield Tech 10 Administration 20 
Electronics 10 Electronics 20 Dmg Ctrl Proc 15 
Language (s)(Total) 40 Life Support Tech 20 Gorn Law 15 
Negot/ Diplomacy 15 Mechanics 15 Interrogation 20 
ST Comm Proc 25 ST Comm Tech 10 Language (s)(Total) 20 
ST Comm Tech 20 Sm Equip Tech 10 Psych, Gorn 20 
Sm Equip Tech 10 ST Engineering 25 ST Services 25 


ST Sensors 10 Transporter Op 15 


Transporter Op 10 


Transporter Op 10 
Transporter Tech 10 
Warp Drive Tech 20 


SCIENCES MEDICAL 
Astron/ Astro 15 Admin 15 
Admin 15 Biology 15 ADDITIONAL 
Computer Tech 15 Enviosuit Op 10 All Gorn add 10d10 rolls 
Enviosuit Op 10 Life Support Tech 10 to eny Specialty Skile: 
Sm Eq Tech 10 Medicine, Gorn 25 Take another INT/10 rd in 
ST Sensors 25 Negot/ Diplomacy 10 bonus skill rolls on any 
Science (s) (Total) 60 Science (s) Total 40 skills, new or old. 

Psych, Gorn 195 

ST Sensors 110 


You are now headed to your one-year Test Cruise. Roll up your Duty Terms, add 
some last skills and you are ready to game! But let’s see how you do here first. 


TEST CRUISE MODIFIERS __ 
Battlecruiser <10 (S+E)=200+ -10 


INT 70+ -10 


Expeditionary 11-20 
Garrison 21-35 LUG SOG 
Soe oldizacion a 80 If you failed, you wouldn’t be read- 
Merchants 61-75 


ing this now. Continue with your 
Tours of Duty below. -After you 
roll 5d10 on any skill choices! 


Base 76-89 
Instructor 90+ 


S CH 4: THE DOING: Age 11+ 


All Gorn spend at least One Term in the service. 
Once complete, they can matriculate to civilian life, goto page bottom.. 
All those choosing to stay in service, continue beyond one term, roll below. 


Roll 1d10+1 to determine the amount of Terms Served prior to the 
game. Citizens should skip this to the page bottom. 


RANK MODIFIERS 


Drone -1 Commander +4 
Teller +1 General +5 
Leader +2 Supreme +6 


Captain +3 
Each Term Served is 1d10 years in duration. 


Roll below to see where each term was served with appropriate 
modifiers. Note on Assault Team: If your attributes 
meet the criteria, you may choose Assault Team on rolling 
‘Battlecruiser’. Mark your sheet appropriately and return 
here for the remainder of your duty terms. 


Gorn Character Generati 


Assignment Roll Modifiers 
Battlecruiser <10  # (S+tE)200+ -10 
Expeditionary 11-20 INT 85+ +20 

Garrison 21-35 INT 70+ -10 
Consolidization 36-60 LUC 35+ -10 
Merchants 61-75 
Base 76-89 Battlecruiser -10 
Instructor 90+ Assault Team -20 


Tally your final skill rolls. 
1 Roll per year served plus: 


MOD Rolls 
INT 90+ +2 
INT 70-89 +1 


LUC 50+ =e] 
BattleCruiser +1 per 2yrs 


Assault Team +1 per 2yrs 
(pasearaduation| 


GORN CITIZENS 


Gorn have no distinction between male and female as far as roles, positions or other 
hierarchical status modifiers. The old are recognized for their experience value, while 
the young must earn it through survival. 


While Gorn do ‘move around’ within their societal role, they do not move outside it. Once 
an architect, always an architect, though the particular role within architecture may 
change over time. 


The Gorn space service provides the most varied experience in terms of societal roles, 
going from combat assault to administrative within a term’s notice. For many this is 
too much variety. Many prefer the predictability of set routines and after their single, 
mandatory first term of service, leave for the Citizenry. 


In this case, the Gorn goes to some further specialized 2-year training period in the 
desired occupation. Just as with other Citizenry, the player chooses a profession and 
with the GM selects a Specialty Pool of relevant skills, assigning the following totals 
to some. Those totals are: (40, 25, 20, 15). 


Add 5d10 to any choices from your Specialty Pool and INT/10 rd bonus rolls to any 
skill, new or old. 


Advanced Curricula Training, +1 year. 
Add another 75pts to your chosen Specialty Pool of skills. 


Gorn do not Minor in secondary specialties, focusing only on their occupation. 


CURRICULA VITAE 
Career Table: The Who, What, Where and When. 


Roll 1d10 with the following modifiers. Modifiers 
This is the number of Terms served prior Newbie +O 
to the game. Mark the number on your Early-career +2 


sheet and for each term repeat Steps 1 - 2. Mid-career +4 
Consult the GM if you wish to roleplay 
a more veteran or green character. 


Senior-career +6 


1 Term Duration p Assignment Posting 
Roll 1d10, round up or down. 01 - 12 Local 
This is years at each post. 13 - 24 Continental 
25 - 37 Global 
Roll against the Assignment 38 - 50 Intra-solar 
Posting Table for each term, 51 - 62 Near World, 1d10/2 Ly. 
no modifiers. 63 - 75 Distant World, 10d10 ly. 


76 - 87 Space Station 
88 - OO Academia 


Tally your final skill rolls. 
1 Roll per year served plus: 


MOD Rolls 
INT 90+ +2 
INT 70-89 +1 


EUG 50 1 


Finally... What is your name? HT? WT? Name? What else? 
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